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Tujuan penelitian ini adalah: menghasilkan produk software multimedia 
pembelajaran table manner berbasis komputer yang layak sebagai sumber belajar. 
 
Jenis penelitian ini adalah penelitian pengembangan (research and 
development) yang artinya penelitian ini menghasilkan produk. Subjek penelitian 
ini adalah mahasiswa S1 Pendidikan Teknik Boga Busana Fakultas Teknik 
Universitas Negeri Yogyakarta (PTBB FT UNY) semester empat. Prosedur 
penelitian pengembangan yang dilakukan, yaitu: (1) studi pendahuluan, (2) 
planning, (3) development, dan (4) validasi/evaluasi. Evaluasi produk (1) evaluasi 
formatif yang meliputi: ongoing evaluation, alpha tes (ahli materi dan ahli media), 
dan beta tes (pengguna); (2) evaluasi sumatif untuk mengetahui kemampuan 
belajar mahasiswa. Jenis data menggunakan data kualitatif dan kuantitatif dengan 
menggunakan jenis instrumen yaitu: angket, wawancara, pengamatan, dan tes. 
Teknik analisis data dalam penelitian ini menggunakan modus.  
 
Materi yang disajikan dalam program ini adalah: etiket berbusana, 
pengetahuan menu, alat hidang, dan etiket perjamuan. Materi didesain dengan 
menggunakan permodelan dalam bentuk video dan foto. Quiz ditampilkan setelah 
materi alat hidang dalam bentuk aplikasi alat hidang pada hidangan berdasarkan 
struktur menu kontinental. Evaluasi sumatif disajikan dalam bentuk cek poin 
dengan skor keseluruhan diakhir program. Hasil penelitian menunjukkan bahwa: 
multimedia pembelajaran Table Manner yang dikembangkan dalam bentuk 
kepingan CD bersifat interaktif telah terbukti layak menurut ahli media, ahli 
materi dan mahasiswa. Dilihat dari aspek kualitas materi 58,8% sangat layak, 
aspek kemanfaatan 100% sangat layak, dari aspek keefektifan desain layar 68,8% 
sangat layak, aspek kemudahan 100% sangat layak, aspek keefektifan navigasi 
100% sangat layak, aspek kemanfaatan 50% layak dan sangat layak, aspek 
kemudahan pengoperasian 69,6% layak, aspek kemudahan 66,6% layak, dan 
















WIKA RINAWATI: Developing Multimedia for Table Manner Learning to 
Support Food and Beverage Service Learning. A Thesis. Yogyakarta: Graduate 
School, Yogyakarta State University, 2012. 
 
This study aims to produce a software product for computer-based 
multimedia for table manner learning appropriate as a learning source.  
 
This was a research and development study which resulted in a product. 
The research subjects were S1 students of the Department of Food and Fashion 
Science Education, the Engineering Faculty, the Yogyakarta State University 
(FFSE EF YSU) in semester 4. The research and development procedure 
consisted of 4 steps, i.e.: (1) preliminary study, (2) planning, (3) development, and 
(4) validation/evaluation. The product evaluation consisted of (1) a formative 
evaluation that included an ongoing evaluation, an alpha test (by material and 
media experts), and a beta test (by users) and (2) a summative evaluation to 
investigate the students’ learning capabilities. The data consisted of qualitative 
and quantitative data and were collected through a questionnaire, interviews, 
observations, and a test. The data were analyzed using the mode. 
 
The materials presented in the program are dress etiquette, menu 
information, crockery, and party etiquette. The materials are designed using 
models in the form of videos and photographs. Quizzes are presented after the 
crockery materials in the form of the crockery application in the course based on 
the continental menu structure. The summative evaluation is presented in the 
multiple choice form with a total score at the end of the program. The results of 
the study show that the developed multimedia for Table Manner learning in the 
form of interactive CD is appropriate according to the media expert, materials 
expert, and students. In the material quality aspect it is very appropriate (58.8%),  
in the advantage aspect it is very appropriate (100%), in the screen design 
effectiveness aspect it is very appropriate (68.8%), in the facility aspect it is very 
appropriate (100%), in the navigation effectiveness aspect it is very appropriate 
(100%), in the advantage aspect it is appropriate and very appropriate (50%), in 
the operation facility aspect it is appropriate (69.6%), in the facility aspect it is 
appropriate (66.6%), and in the display attractiveness aspect it is appropriate 
(66.6%).   
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